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WARNINGS Read Before Using Your Sega Dreamcast Video Game System
CAUTION

Anyone who uses the Sega Dreamcast should read the operating manual for the software and console before operating them. A
responsible adult should read these manuals together with any minors who will use the Sega Dreamcast before the minor uses it.

HEALTH AND EPILEPSY WARNING

Some small number of people are susceptible to epileptic seizures or loss of consciousness when exposed to certain flashing lights

or light patterns that they encounter in everyday life, such as those in certain television images or video games. These seizures or

loss of consciousness may occur even if the person has never had an epileptic seizure.

If you or anyane in your family has ever had symptoms related to epilepsy when exposed to flashing lights, consult your doctor prior

to using Sega Dreamcast.

In all cases, parents should monltor the use of video games by their children. If any plaver expenences dizziness, blurred vision, eye

or muscle hes, loss of disorientation, any invol y I IMMEDIATELY DISCONTINUE

USEAND CONSULT YOUR DOCTOR BEFORE RESUMING PLAY.

To reduce the possibility of such symptoms, the operator must follow these safety precautions at all times when using Sega Dreamcast:

 Sit a minimum of 6.5 feet away from the television screen. This should be as far as the length of the controller cable.

Do not play if you are tired or have not had much sleep.

* Make sure that the room in which you are playing has all the lights on and is well lit.

* Stop playing video games for at least ten to twenty minutes per hour. This will rest your eyes, neck, arms and fingers so that you
can continue comfortably playing the game in the future.

OPERATING PRECAUTIONS

To prevent personal injury, property damage or malfunction:

 Before removing disc, be sure it has stopped spinning.

* The Sega Dreamcast GD-ROM disc is intended for use exclusively on the Sega Dreamcast video game system. Do not use this
disc in anything other than a Sega Dreamcast console, especially notin a CD player.

Do not allow fingerprints or dirt on either side of the disc.

Avoid bending the disc. Do not touch, smudge or scratch its surface.

Do not modify or enlarge the center hole of the disc or use a disc that is cracked, modified or repaired with adhesive tape.
Do not write on or apply anything to either side of the disc.

Store the disc in its original case and do not expose it to high temperature and humidity.

Do not leave the disc in direct sunlight or near a radiator or other source of heat.

Use lens cleaner and a soft dry cloth to clean disc, wiping gently from the center to the edge. Never use chemicals such as
benzene and paint thinner to clean disc.

PROJECTION TELEVISION WARNING

Still pictures or images may cause permanent picture tube damage or mark the phosphor of the CRT. Avoid repeated or extended use
of video games on large-screen projection televisions.

SEGA DREAMCAST VIDEO GAME USE

This GD-ROM can only be used with the Sega Dreamcast video game system. Do not attempt to play this GD-ROM on any other
GO playor; doing so may damage the headphones and/or speakers. This game is licensed for home play on the Sega Dreamcast
vidoo game system only. Unauthorized copying, reproduction, rental, public performance of this game is a violation of applicable
laws, Tho charactors and events portrayed in this game are purely fictional. Any similarity to other persons, living or dead, is
purely coincidental,
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~ CONTROLLER 3 .

Analog Thumb Pad = Scroll Camera
Directional Button = Move Worm, Target Up and Down

A Button = Jump 1, Fuse Setting/Girder Rotate
/Air Strike Direction . .
E B Button = Jump 2, Name Detail .
CONTROLLER 1 (DEFAULT) | _X Button = Fire, Bounce Toggle/Girder Rotate & .
Analog Thumb Pad = Scroll Camera | /Air Strike Direction .
Directional Button = Move Worm | _Y Button = Center Camera, Worm Select -
A Button = Fire, Bounce Toggle/Girder Rotate Start Button = Pause, Quit Menu .
:BB“:“‘ = j'"“P 12’;'3'“‘;9;?“"/(;_ i R Trigger = Weapons Menu
utton = Jump 1, Fuse Setting/Girder Rotate - — ngpicn t
/Air Strike Direction L Trigger Shift" (for fuse setting)
Y Button = Center Camera, Worm Select -
Star.t Button = Pause, Quit Menu | . KEYBOARD CONTROLS Return = Worm Jump
R Trigger = Weapon Select Shift + Cursor Left = Camera Left Home = Worm Focus, Home (for text) | -
L Trigger = "Shift" (for fuse setting) Shift + Cursor Right = Camera Right End = Text End .
e T | Shift + Cursor Up = Camera Up Delete = Text Delete .
CONTROLLER 2 | Shift + Cursor Down = Camera Down . B = Advance Bounce -
Cursor Left = Worm Left, Dialog Left, Cursor | =_Info Detail .
Analog Thumb Pad = Scroll Camera _ b Left, Girder Down |_F = Advance Fuse .
Directional Button = Move Worm, Target Up and Down | J Cursor Right = ‘é‘“"“ “;9";; D(;f’":j’g 'Li!"“' Tab = Warm Select .
— : . % ursor Right, Girder Up | st = Dialog Options .
A Button = Fire, Bounce Toggle/Girder Rotate | . /. T = Worm 0. ialog Ui = = Dialng w';apons
/Air Strike Direction . O\ ; Cursor Up [ = Chat On
B Button = Jump 2, Name Detail ‘ Cursor Down =iWorm]Down. Dialog|Down: PageUp = Chat Off .
-
X Button = Center Camera, Worm Select 5 Corsorpown SHIFT + (F1- F12) = Chat Control
- - pace = Worm Fire, Crate Drop,
Y Button = Jump 1, Fuse Seiting/Girder Rotate Dialog Select CTRL +ALT + DEL = Soft Reset
Start Button = Pause, Quit Menu Backspace = Worm Jump Up, Backspace i
= (for text) ~ ‘ .

Weapons Menu
= "Shift" (for fuse setting)

R Trigger
L Trigger




MOVING THE VIEW
Use the Analog Thumb Pad (or SHIFT + CURSOR KEY) to scroll around the landscape.

CHANGING WORMS

Choose the Worm select weapon. Press and hold the left trigger, t
the different Worms. .

MOVING WORMS
Move your Worm around by using the Di
JUMPING ; Sof here is a wind strength indicator at the
Make your Worms jump forward b |

You can also make Wor
perform an upward j
succession perfori

he screen. When this







GIRDER/ BRIDGE KIT

Use the Directional Button to position the Girder and press GIRDER ROTATE to rotate the girder.

Press FIRE to place it.

BASEBALL BAT
Stand next to your target, aim the crosshairs and Press FIRE to sort them out.

NINJA ROPE

Press FIRE to launch the rope and the left and right Directional Button to swing on the rope.
Press up and down on the Directional Button to shorten and lengthen the rope. Press FIRE to
detach your Worm from the rope.

BUNGEE

To use the bungee, you must first select it and then walk your Worm off the edge of a cllﬁ'
PARACHUTE e
Press FIRE to open your parac| s on its own after a fall.

TELEPORT

Simply select the location
SUPER BANANA BO
Just press FIRE after you ha
to detonate.

SALLY ARMY/ SKUN
Press FIRE to release (faci
explode or press FIRE a ,
(0ld Women and Mad Cows can’t b
DONKEY

Simply select the location whe
FIRE to activate.
FREEZE

Press FIRE to freeze

to activate.

~ Weapon

n FIRE again

CRATES ‘R’ US

Throughout the game, different crates will drop from the sky, or teleport into the play-field.
There are three distinct types : Weapon Crates, Health Crates and Utility Crates.

WEAPON CRATES
The contents of Weapon Crates are usually more powerful weapons, or weapons that are
initially handed out in limited supply, such as Super Sheep, Dynamite, Homing Missiles etc.

HEALTH CRATES

Health Crates offer a source of topping up your energy levels throughout a match. Collect the
crate and the Worm receives a hoost. Health Crates also offer an antidote to any infection (such
as the skunk) a Worm may have received.

UTILITY CRATES

These crates contain utilities to help you in various ways. There are two types : collectable types,
whic ‘he s its (shown in the utility panel at the top of the
s soon as you collect the crate.




JET PACK i
Use the Directional Button to control

on Teleports and exceedingly
ch of Worms. Join the space

CRATE SPY - Allo
(last until the end of th

© MENU SYSTEM

MAIN MENU

the options menu. The A Button on the controller is used for selecting. Pressing the B Button
will take back to the previous menu, or out of team select windows.

TRAINING

The training arena offers a host of distinct disciplines in which to train.

In all training modes, you will work against the clock, your best times are logged and can be
saved to your VMU.

Keep an eye on our web page, http://www.team17.com for the best confirmed times in each
event. Can you beat us at our own game?

To play, select your event, then your team, then start.

MISSIONS
Missions in Worms World Party are cunningly designed to test everyone from beginners to
seasoned veterans. They range in order from easy to hard 2 bessampleted in order.
If you struggle to complete a mission, the game realisg S
help in the form of extra weapons / utilities to help

TIME ATTACK 1
Similar to missions though there are multiple ways to
find the fastest method.
The times for completion are saved and Team17 record ti
a gauge.

DEATHMATCH CHALLENGE
Similar in play to standard games, this is the Worms versiof
number of computer teams in an ever-increasing spiral of d
The statistics for this will be kept and awards given for hi
new team, then start.

will take on a













o ffuture play
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LANDSCAPE

To select a Iandscape, highlight the small terrain of your choice and press A Button to use. This will
put the landscape in the larger window at the top of the screen, which denotes the landscape you
will play your game on. Pressing X Button on a small terrain will generate a new one.
TEXTURE TYPE

The graphical appearance of your selected landscape can be changed by highlighting the
TEXTURE TYPE box and toggling the available types. The texture type you choose determines
the ohjects and look of the landscape you will play your game on.

BRIDGES ‘ i
Bridges are an integral part of some strategies. Highlight the BRIDGES icon and toggle the
number of hrldges you would like to see on your landscape. Note: Bridges can only be placed

where there is room on the Iandscape L
It is wise to choose the ‘2 island’ type Iandscapes if you want 1o use brldges ;

 OBJECTS .
- Each in-game landscape has a num|
 icon and toggle the number o

large objects placed on there. nghllght the OBJECTS '
ould like to see on the Iandscape

terrain screen. Once'lh !

_ The CURRENT TERRAIN window will show a pre-drawn landscap

Once all single player missions have been com ted,‘t '
- window and be available for selectmn '

 When you are done, exit this menu hy either tt eACCEPT button which will use your chosen
: Iandscape or the CANCEL button whlch wi return you to the CREATE GAME menu without

To load a landscape from the SAVE TERRAlN menu, sumply hlghllght the terram you wish lo ~
play on and press X Bulton
The terrain will now appear in the CURRENT TERRAIN o wh you
return to the terram generalmn menu.

cusTom TERRAIN

You can choose to play on one of several supplied pre-drawn |

To play on one, go to the CUSTOM TERRAIN window and selecta
terrain of your choice.

show you have chosen

one, though this will not be the actual Iandscape
d’scapes wiIl appear in this

any of your changes.

cancel changes, the game
generaled one, depending whether y

STARTING THE GAME

e the prevmus games Iandscape or a randomly
ave, played any games since loading the game.

~ When you have finished setting yo game up and are happy with the settings, press the
~ START GAME l:utlun at the bottom right of the menu. Battle will then commence.







HOSTING A GAME
You can decide to host your own game. There might not be any g
chosen channel, or you might want to meet up with friend

PTions «emi

To host a game, simply highlight and select the HOST G
find yourself in the same screen you'd be in if y
in charge of the game settings and landscap

isfaction out of playing Worms World
orms that you have named, and you
mazing shot.

icon. This takes you to the

Other people can join the game at any tim
of your game should you wish to by highl
expel teams from the game roster, si

- Party. It adds to the game w|
et great satisfa’ction when

You can alter the game settin
offline game. All players joinel

\ trolled
When hosting a game, ente| man controlled or

team, they will be allied)

game roster alongside of his/her choice.

of turns has
hle weapons :
Woman and

When you are read
next to their name)

All joining players a
actual game.
Highlight this icon

can chat to other peo
have a keyhoard present
available only while a play
Press PAGE DOWN to access the ch:
Pressing PAGE UP shuts the chat hox dow

e name will now appear
letters and change the name.
e name will revert back to its

want to edit each one, you can select the
ant to change and press A Button.




The SEGA DREAMCAST JUMP PACK is supported if you use a SEGA DREAMCAST
controller to play this game. Connect the SEGA DREAMCAST JUMP PACK to the SEGA

DREAMCAST controller’s expansion socket 2 and turn the vibration “ON” in the options
from main menu screen.







CRENITS

ARTWORK

WARRANTY
Titus warrants to the original purchaser of this Titus product that the medium on which this computer program is recorded is free from defects in materials and
workmanship for a period of (90) days from the date of purchase. This Titus program is sold "as is", without express or implied warranty of any kind, and Titus
is not liable for any losses or damages of any kind resulting from use of this program. Titus agrees for a period of ninety (90) days to either repair or replace, at
its option, free of charge, any Titus product with proof of date of purchase.

This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void if the defect in the Titus product has arisen
through abuse, unreasonable use, mistreatment or neglect.

THIS WARRANTY IS IN LIEU OF ALL OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE THAT SHALL BE BINDING ON OR OBLIGATE TITUS. ANY
IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR
PURPOSE, ARE LIMITED TO THE NINETY (90) DAYS PERIOD DESCRIBED ABOVE. IN NO EVENT WILL TITUS BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS TITUS SOFTWARE PRODUCT.

This warranty shall not be applicable to the extent that any provision of this warranty is prohibited by any federal, state or municipal law, which cannot be
preempted. This warranty gives you specific legal rights and you may also have other rights, which vary, from state to state.
TITUS SOFTWARE CORP. « 20432 CORISCO ST. « CHATSWORTH, CA 91311 + 818-709-3692

TECHNICAL SUPPORT
The technical support on Titus products is being provided by Interplay Entertainment Corp.
TROUBLESHOOTING DOCUMENTS ONLINE!
Interplay Entertainment Corp. Technical Support now offers troubleshooting guides with complete installation and setup instructions as well as information that
will help you overcome the most common difficulties.

If you have questions about the program, our Technical Support Department can help. Our web site contains up-to-date information on the most common
difficulties with our products, and this information is the same as that used by our product support technicians. We keep the product support pages updated on
il regular basis, so please check here first for no-wait solutions. If you have access to the World Wide Web, you can find these at: www.interplay.com/ support/

If you are unable to find the information you need on our web site, please feel free to contact Technical Support via e-mail, phone, fax, or letter. Please be sure
10 include the following information in your e-mail message, fax, or letter:

« Title of Game

* Platform

« A description of the problem you're having

If you need to talk to someone immediately, call us at (949) 553-6678 Monday through Thursday between 8:00AM - 5:45PM, and Friday 9:00AM-4:45PM,
Pacific Standard Time with 24 hours, 7 days a week support available through the use of our automated wizard. Please have the above Information ready when
you call. This will help us answer your question in the shortest possible time. When you call you will initially be connected with our automated wizard. For
information pertaining to your specific title, press *1* on the main menu and listen carefully to all prompts. All titles are listod alphabotically. After you have
selected your title, the most common difficulties will be listed. If the difficulty you are having is not listed or you need additional assistance, you may press "0*
on your games main menu, and you will be transferred to a Technical Support Representative. No hints or codes are avallablo from this line.

Interplay Entertainment Gorp. Support Fax: (949) 252-2820

Interplay Entertainment Gorp. Technical Support 16815 Von Karman Avenue « Irvine, CA 92606

HOW TO REACH US ONLINE

INTERNET E-MAIL: suppori@interplay.com ¢ WORLD WIDE WEB: www.interplay.com ¢ FTP: ftp.Intorplay.com

ESRB RATING
This product has been rated by the Entertainment Software Rating Board. For information about the ESRB
rating, or to comment about the appropriateness of the rating, please contact the ESRB at 1-800-771-3772. ng
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